DUPLICATE MOVEMENTS
should voluntarily explain his bidding methods clearly and
concisely and should refrain from questioning his opponents
unnecessarily.
6.  Any irregularity should be reported to the tourna-
ment director immediately, and any penalty should be
assessed by him. A player may incur embarrassment and
criticism by attempting to assess a penalty himself.
7.  A player should not purposely incur a penalty even
though willing to pay it.
8.  A player should avoid calling attention to the vul-
nerability after he has looked at his hand or volunteering
information which should be given only in reply to a
question.
For intentional or repeated violations, the tournament
director may disqualify or bar offenders from further play
or adjust the score in whatever way he considers equitable.
DUPLICATE MOVEMENTS AND SCORING
THE MITCHELL PAIR GAME
The Mitchell game is the simplest and most popular of
the duplicate pair movements. The tables are numbered
consecutively and each pair is assigned a position, adopting
as its pair number the number of its original table. The N-S
pairs remain at their original tables throughout the game.
The E-W pairs play the first round at their original tables,
and after each round they progress to the next higher
numbered table (from 1 to 2, 2 to 3, 3 to 4, etc., and from
the highest numbered table to Table 1). The progression
continues until each E-W pair has played one round against
each N-S pair, and vice versa.
An equal number of trays is played at each table, and
the number should be such that the total will be approxi-
mately 20 to 25. The average rate of play is eight trays per
hour.
If there are more than 14 tables in play, the game should
be divided for convenience into two or more sections each
of which is conducted as a separate unit, with separate
scoring and prizes.
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